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inTRODucTtnn 


Many of the finest science fiction stories written have concerned themselves 
with the interaction of various galactic races and their ensuing wars. Starship 
Troopers by Heinlein is a classic with humans warring with arachnids (en- 
tomalians). Other stories such as BOLO by Keith Laumer have dealt with 
different weapons and their development. Keeping these many stories in mind 
we have developed a land-based wargame using the Five Worlds introduced in 
Starfleet Wars® 

MAATAC gives a player the characteristics of the armor, personnel, and 
air units of Five Worlds to invade enemy planets, rid them of their defending 
forces, and establish bases on the newly conquered planet to exploit its’ re¬ 
sources. Armor campaigns can be set up as set-piece actions, fought in conjunc¬ 
tion with Starfleet Wars © or any number of other possibilities. How different 
worlds are allied (if you want them to be allied) and the number of units in¬ 
volved are all up to you. We have given you the rules to fight the game but you 
design the scenarios to be fought. 

Having fought for thousands of years it is difficult to think of the demise of 
either cavalry or infantry. It is probable that each will retain its importance in 
future conflicts. The cavalry, or armored units, are introduced in the basic 
game. Future MAATACs (Multi-functional Armed and Armored Tactical At¬ 
tack Computer) may utilize field-generated screens and not solely armor plate. 
Their weapons will include lasers and particle weapons. They will be highly 
automated, maybe totally so. The infantry might have individual armor and a 
variety of light weapons. The infantry may be robotic in nature. We have intro¬ 
duced both types in the advanced and tournament games. They are grouped in 
ten man squads and have been given a single laser factor in the interest of play¬ 
ability. 

The third component of the game is air support. This is introduced in the 
advanced game and expanded in the tournament version. Close air support at 
the right moment could give victory to your forces. 

What factors are future land campaigns based on? We took several different 
ideas and blended them into a playable game. Basically, you must achieve a hit 
in a vital area and penetrate it to cause the loss of that unit. The percentage of 
hits made on targets in the future will undoubtedly be very high considering 
the tremendous progress current technology has made in this field. Will the 
high percentage of hits be effective? We think not. The hit and penetration 
tables reflect the difficulty in making effective hits on heavily shielded units. 
Generally the larger the unit the more effective its’ defensive shielding. In the 
case of the personnel units the penetration factor represents the probability of 
nullifying ten individuals. Air support is treated much like the vehicles in 
having field-generated screens, lasers and particle weapons. 

Each power has developed land forces suited to their own individual require¬ 
ments and using different construction techniques. The following is a synopsis 
of these forces. 
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□UTLinE of PLAV in the BASIC GAFT1E 














































flnmDR cLflssiFicflTinns 

In the basic game a vehicle’s hull front, side and rear, and turret were all 
considered to have the same strength armor. The advanced game breaks this 
down to more accurately reflect a vehicle’s probable armor distribution. 

Penetration is computed exactly as in the basic game with the exception 
that you must determine whether or not your shot 











Order 

No. 


A Terran 
J^TTOI 
TT02 
TT03 
TT04 
TT05 


Type 


Name 


*HGWM 

MGWM 

LGWM 

DGWM 

TCGWM 


S? 


Entomalian 
ET20 HGWM 



ET21 

ET22 

ET23 

ET24 

Avarian 

AT40 

AT41 

AT42 

AT43 


DEVASTATION 

CONQUERER 

MONARCH 

THUNDER 

LIGHTNING 

HELLBEETLE 
TARANTULA 
FIREANT 
BLACK WIDOW 


MGWM TARANTULA 
LGWM FIREANT 
DGWM BLACK WIDO\ 
TCGWM DRAGONFLY 


HGWM THUNDERBIRD 
MGWM HELLBAT 
LGWM DEATHHAWK 
DGWM FIGHTING COCK 


AT44 TCGWM CARRIER PIGEON 


© 


Aquarian 
WT60 HGWM 


WT61 

WT62 

WT63 

WT64 


MGWM 

LGWM 

DGWM 

TCGWM 


<*> 


Carnivore 
CT80 HGWM 
CT81 MGWM 
CT82 LGWM 
CT83 DGWM 
CT84 TCGWM 

Robots 

RB01 RAATAC 
RB20 RAATAC 
RB40 RAATAC 
RB60 RAATAC 
RB80 RAATAC 


SEA MONSTER 
DEADLY ORC 
SNAPPER 
LEECH 
LAMPREY 

POUNCER 

STALKER 

GNASHER 

FANG 

CLAW 

TERRAN 

ENTOMALIAN 

AVARIAN 

AQUARIAN 

CARNIVORIAN 


SPD 

(inches) 


Mobility 

Factor 


ARMOR CLASSIFICATION 


Basic 


Front 

Hull 


Side & 
Rear Hull 


Turret 


HGWM Heavy Galactic War Machine 

MGWM Medium Galactic War Machine 

LGWM Light Galactic War Machine 

DGWM Destroyer Galactic War Machine 

TCGWM Troop Carrier Galactic War Machine 

RAATAC Robot armed & armored, tactical attack computer. 


ENERGY WEAPONS 


Heavy 

Lasers 


DETAILED GALACTIC ARMOR CAST IN METAL FOR THE COLLECTOR AND WARGAMER 


Medium 

Lasers 


Light 

Lasers 


PARTICLE 

WEAPONS 

Rounds on 

Launchers Board (ROB) 
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inFflriTRV uniTS 

Personnel Units or Infantry Units (hereafter known as IU’s) complement 
the AFV’s and provide the manpower to hold fortifications, dig out and over¬ 
run immobilized AFV’s, and secure rear areas. IU’s may be carried by armored 
personnel carriers (APC’s) at the rate of one IU per APC. Personnel units are 
considered to have a movement rate of one inch per turn. When carried by the 
APC’s they travel at the APC’s rate. For game purposes IU’s have an armor 
classification of H. Each unit has ten men whose firepower is one PW Launcher 
with 4 Rounds On Board (ROB’s) and one medium laser fired as in Table ftl 
under the Infantry and entrenched Infantry columns. Note that while the range 
remains the same for the two classifications the entrenched infantry has a 
better chance to hit a target. Firing of the particle weapon is done under the 
regular particle weapon column. 

To become entrenched an IU must remain stationary for one turn and not 
fire any weapons that turn. On the next turn it is considered entrenched. 

When firing at an IU the firing die is rolled to see if a hit was made and then 
the two dice are rolled again to see if “penetration” was achieved. This simply 
represents the chance of killing the IU. Table ft 2 is not used when firing at 
IU’s. 

IU’s carried on board an APC can not be fired on, but the APC can be. If the 
APC is destroyed the IU is considered destroyed. To board an APC the IU and 
APC must be within one inch of each other. The APC may move part of its 
movement allowance and embark an IU and then continue moving. IU’s are 
disembarked in the same manner. IU’s may not embark and disembark in the 
same movement turn. IU’s may entrench themselves upon disembarking but 
may not fire that turn. IU’s embarked on an APC may not fire their weapons 
but the APC may fire its weapons. 

IU’s in a fortification assume the fortifications armor classification. IU’s 
inside the fort may be fired on just as the fort may be fired on. If the fortifi¬ 
cation is destroyed, any surviving IU’s within the fortification are destroyed. 
IU’s may fire their weapons from within the fortification in addition to the 
fortification’s weapons. 

IU’s may fire on vehicles in addition to fortifications and other IU’s. 

RIR SUPPORT 

A successful campaign may depend on adequate air support. Air support 
may be from a planet based airfield or a carrier type ship standing off in space. 
Note that the air-support craft used in this game are the same starfighters used 
in Starfleet Wars. ® Therefore the starfighters are interchangeable between the 
two games. 

Starfighters are considered to be equipped with both laser and particle 
weapons. The laser is fired using the Heavy Laser section of Tables ftl and 
#3. The laser may be fired only three times before you run out of avail¬ 
able laser power (once per turn for three different turns). The particle wea¬ 
pons may be launched one at a time or all at once or in any combination. 
Particle Weapons may be launched at different targets at the same time. Thus it 
is possible for one starfighter to engage up to five different targets in one turn. 
If so desired, the particle weapons may be replaced with another heavy laser 
power pack. You may now fire your laser up to six times on six different turns 
but you will have no particle weapons. Starfighters may engage other star¬ 
fighters. 

Starfighters have a movement allowance of 20 inches per turn. Starfighters 
shot down in the laser fire phase may not fire their particle weapons. Star¬ 
fighters have an armor classification of F for penetration purposes to determ¬ 
ine if they have been destroyed. 
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minEFlELDS 

Consistent with thinking for the past 40 years it is quite probable that 
minefields of some type will continue to be utilized for defense. Mines are 
capable of killing IU’s, Raatacs and disabling vehicles. 

We suggest that each side be alotted 20 mine factors. These should be dis¬ 
bursed in areas of four inches square (hereafter known as squares) and secretly 
marked on your playing surface. One factor per square is considered to have a 
20% chance of being struck and detonated by a passing vehicle, Raatac or IU. 
Up to 5 factors may be alotted per square to achieve a 100% chance of knock¬ 
ing out enemy units. Once a factor has detonated it is considered used up and 
may not knock out other enemy units. Keep a careful record of intact mine 
factors in each area. 

To determine detonation roll one die and consult Table Four. The number 
found in the box under the number of intact mine factors is the minimum 
number needed to be rolled to achieve detonation. Any vehicle that detonates 
a mine loses one mobility factor. Any Raatacs or IUs that detonate a mine are 
automatically destroyed. 

If you detonate one factor the percent chance of detonating another is re¬ 
duced according to the number of intact mine factors remaining in the square. 

ex. A vehicle enters a square with 5 mine factors. It automatically deton¬ 
ates one and leaves the square. Another vehicle enters the square but 
it rolls the die and uses the column under the mine factor of four to 
see if it detonates a mine. 

A vehicle or other unit only detonates a mine when entering a square. It 
does not detonate a mine when leaving a square. However, if it moves and still 
remains inside the square it must then roll the die to see if it has struck and 
detonated another mine. 

Mines may be swept from an area by IU’s. During the firing phase the IU 
announces they are sweeping the area. One mine factor per IU may be swept 
per turn. IU’s may not use any weapons while sweeping. IU’s can not strike 
mines while sweeping but they may be fired on by other units. 

FORTIFlCATlOnS 

Fortifications may be constructed by IU’s to hold rear areas or provide 
defensive strongpoints in the front lines. Fortifications may also be set up be¬ 
fore the game commences. Fortifications constructed during the course of a 
game are limited in their power since they are more hastily constructed than 
carefully planned defenses created many years ahead of time. The number 
of turns it takes to construct a fort are given in Table #5 along with its armor 
classification and weapon allowance. If you decide that fortifications should 
exist before your scenario takes place you may make them any values you 
wish. A minimum of 15 IU’s are needed per turn to build any fortification. 

Note that unlike when traveling, in the APC’s, IU’s may add their firepower 
to that of the fortification. When firing on a fortification use Table ffl to de¬ 
termine hits, Table ff-2 under fortification to see what was hit, and Table #3 to 
determine penetration and destruction. 

This is the end of the advanced game. Should you have anything that you 
wish to add or delete to the game feel free to do so. We welcome any sugges¬ 
tions you may have in additions or improvements. Following are some sug¬ 
gested Tournament level rules for greater realism in your scenarios. 
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ToupimmEnT level rules 

The tournament level expands the Five Worlds’ different capabilities in air 
support and Infantry Units. The Starfighter chart shows the different capa¬ 
bilities of the individual Starfighters. The speed given the starfighters is the 
maximum speed they can travel on the playing surface and still fire their wea¬ 
pons at ground targets. They can move at higher speeds,but if they do, they 
must leave the playing area and not return for ten turns. 

The Raatac (Robotic Armed and Armored Tactical Attack Computer) 
Chart shows the capabilities of the Five Worlds’ elite ground forces. Note that 
the chart gives the percentage of Raatacs normally found in the ground forces 
as opposed to normal Infantry Units. You will find that these elite forces have 
their purposes and should not be wasted in impossible situations. They can be 
decisive in difficult situations and also excellent in rear-guard actions. 


STARFIGHTERS 



Armor 

Classifications 

Laser 

Weapons 

Particle 

Weapons (ROB) 

Speed 

TERRAN 

E 

ONE HEAVY 

4(4) 

20 

ENTOMALIAN 

F 

ONE MEDIUM 

3(3) 

20 

AVARIAN 

E 

ONE HEAVY 

4(4) 

24 

AQUARIAN 

D 

ONE MEDIUM 

4(4) 

18 

CARNIVORES 

F 

TWO LIGHT 

6(6) 

1 8 


NOTE. Particle Weapons may be launched one at a time or all at once. Use Table 
for firing the lasers and PW's. 
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RAAT AC's 



Armor 

Classifications 

Laser 

Weapons 

Particle Weapon 
Launchers(ROB) 

Speed 

Divisions 
% of RAATACs 

TERRAN 

F 

ONE HEAVY 
ONE MEDIUM 

1(4) 

1 

25% 

ENTOMALIAN 

G 

ONE MEDIUM 
ONE LIGHT 

1(4) 

1 

15% 

AVARIAN 

G 

ONE HEAVY 
ONE LIGHT 

1(4) 

2 

20% 

AQUARIAN 

F 

ONE MEDIUM 
ONE LIGHT 

1(4) 

1 

20% 

CARNIVORES 

G 

TWO MEDIUM 

2(6) 

1 

25% 


NOTE. Use Table #1 under Infantry and Entrenced Infantry for firing laser weapons. 
Heavy, medium and light designations are used for penetration purposes only. 
The regular PW section is used for firing particle weapons. 


flTmOSPHERIC TRfiriSPORTS 

Each world has a set of spaceships used to transport troops and other light 
supplies. They are capable of light-speed and also atmospheric descent. They 
may be used to lift troops and other supplies from a mother transport off- 
planet or travel from planet to planet. They may be used to transfer troops 
from one theater to another, or be standing by with reserves to fly to the 
front lines. 

Transports may be attacked by starfighters while airborne or on the ground 
using the same combat system used with the other units in the game. Trans¬ 
ports may also be destroyed by vehicles or infantry but only in the landing 
and ascent stages. A player must announce when a transport is landing or 
ascending at the beginning of the movement turn. The ship is not placed until 
all other ground vehicles have moved. If it survives the following round of com¬ 
bat it has escaped or landed its troops. 

Upon lifting off or descending a transport may be attacked by starfighters. 
Aerii combat takes place until one side is destroyed or retires. Transports 
may be escorted by starfighters. In this case attacking starfighters must engage 
defending starfighters on a one-to-one basis. Any attacking starfighters left 
over may then engage the transport. Transports may fire their lasers as many 
times as desired. 

Upon landing, a transport may be attacked by any unit within range. If it 
survives that round of combat, it may unload all its cargo. The transport may 
fire at any units within range while it is on the ground. The following chart 
gives the Five Worlds’ Transports capabilities. 
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TRANSPORTS CHARACTERISTICS 



Armor 

Classifications 

Laser 

Weapons 

Particle 

Weapons (ROB) 

Speed 

IU's& RAATACs 
Capacity 

TERRAN 

B 

TWO HEAVY 
TWO LIGHT 

2(2) 

18 

5 

ENTOMALIAN 

(LOCUST) 

D 

TWO HEAVY 
THREE LIGHT 

2(2) 

18 

4 

AVARIAN 

(TURKEY) 

B 

FOUR LIGHT 

2(2) 

22 

5 

AQUARIAN 

B 

TWO MEDIUM 
TWO LIGHT 

2(2) 

16 

4 

CARNIVORAN 

C 

ONE MEDIUM 
TWO LIGHT 

4(4) 

16 

4 


TERRAin EFFECTS 

Certain terrain features may limit a Maatac’s ability; to move at its maxi¬ 
mum rated speed. Each Empire’s Maatac’s are designed for maximum effi¬ 
ciency and speed in that Empire’s natural habitat. When attacking in terrain 
that is not favorable to your vehicles,you may find any speed advantages nulli¬ 
fied. The following table indicates the maximum speed a Maatac may travel 
in these environments. 


Plains / 

Terran 

Entomolian 

Rolling hills 

8 

8 

Heavy Woods 

3 

4 

Mountains 

1 

2 

Swamp/Marsh 

2 

3 

Jungle 

1 

2 

River 

2 

4 

Ocean 

0 

0 


Avarian 

Carnivore 

Aquarian 

8 

8 

8 

2 

3 

2 

1 

1 

0 

8 

3 

8 

1 

2 

1 

8 

2 

8 

8* 

0 

8 


*The Avarians may operate on the surface but may not operate under water. 
NOTE: Terrain restrictions do not apply to the RAATACs but they do 
affect regular infantry. RAATACs may pursue vehicles in any en¬ 
vironment. 
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Sample Play Chari 


UNIT OR 
VEHICLE U 

STAUCEK. 

HEAVY LASERS 

0 

K 


% 

X 

1 

0 

o 

BASIC: A 

MEDIUM LASERS 

X 

X 

□ 

X 

X 

D 

0 

p 

< 

TURRET* 

LIGHT LASERS 

6 

5 

D 

3 

2 

D 

0 

O 

tr ± 

HULL FRONT: 

Particle Weapon Launchers 

6 

5 

D 

3 

2 

1 

0 

n CO 
§ 00 
B < 

HULL SIDE/REAR: 

ROUNDS ON BOARD 

■ 

■ 

■ 

■ 

fgf 

■ 

■ 

CC _l 

< o 

SPEEO:^ 

MOBILITY FACTOR 

6 

5 

□ 

3 

2 

1 

0 


™ TAWTULh 

HEAVY LASERS 

X 

* 



X 

1 

0 

o 

\- 

< 

o 

az± 

BASIC: A 

MEDIUM LASERS 

% 

X 

□ 

X 

B 

1 

0 

TURRET* 

LIGHT LASERS 

6 

5 

D 

3 

2 

1 

0 

HULL FRONT: 

Particle Weapon Launchers 

6 

5 

B 

3 

2 

1 

0 

ARM0I 

CLASS 

HULL SIDE/REAR: 

ROUNDS ON BOARD 

■ 

■ 

B 

B 

B 

a 

B 

SPEED:3 

MOBILITY FACTOR 

6 

5 

B 

3 

2 

1 

0 


This is an example of play in the basic game using the Carnivore MAATAC “STAL¬ 
KER” and the Entomalian MAATAC “TARANTULA”. Note that we use only 
the basic armor factor and heavy and medium lasers. 

Turn ffl While on recon patrol the STALKER spots a TARANTULA at a range 
of 22 inches. Both fire only their heavy lasers because the medium 
lasers are not yet in range. The TARANTULA rolls a 7 on the firing die 
while the STALKER rolls a 4. Both are less than the minimum die roll 
of 9 needed to score a hit as given in the firing table (Table Jfl). 

Turn ff2 Both vehicles move, closing the range to 15 inches. Medium and heavy 
lasers are both in range. TARANTULA rolls a 6 on the firing die and 
an 8 with the damage die for its heavy laser. A hit was achieved on a 
gun of the STALKER. (Table Jf2) STALKER loses its heavy laser and 
an X is placed through the 1 on the heavy laser section of the engage¬ 
ment sheet. The TARANTULA misses with its medium laser. STALK¬ 
ER may fire its heavy laser this turn since firing is considered simul¬ 
taneous. Both heavy and medium lasers miss. 

Turn ff3 STALKER chooses not to move while the TARANTULA closes the 
range to 12 inches. TARANTULA fires both weapons, achieving hits 
with both. A hull hit is made with the heavy laser and a mobility hit 
with the medium laser. The two twenty sided dice are rolled again to 
see if the hull was penetrated. A 68 is rolled, less than the 80 needed to 
achieve penetration. (Table f?3). STALKER is not destroyed but may 
not move for the remainder of the game. 

In her firing turn STALKER rolls a 6 on the firing die with her 
medium laser (the heavy laser was knocked out in turn 2). This is less 
than the minimum die roll of 7 needed to score a hit, but STALKER 
adds one to the firing die since it did not move. The 6 becomes a 7 and 
hit is obtained. The damage table die roll was a 3 indicating a turret 
hit. The two die are re-rolled and compared to the penetration table. 
A 96 was rolled, greater than the 88 needed to penetrate class “A” 
armor by a medium laser. The TARANTULA’S turret has been pene¬ 
trated and the vehicle destroyed. The STALKER will remain immobile 
for the rest of the game with her heavy laser knocked out. 
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Also available 



A realistic but relatively simple space 
game with beginners as well as ad¬ 
vanced rules. Comes with rule book, 
play sheets, reference table chart, 
and dice, plus 5 cast metal space ships. 


^Starfleet Troopers > 

FOR THE SERIOUS COLLECTOR AND WARGAMER 

SHOULDN'T YOU HAVE AN EXAMPLE OF THE 
BIOLOGICAL UNIT THAT COMMANDS YOUR FORCES? 



<$> Scarr 


©Tore 


Keech 


A continuing series of figures in 90 mm cast in metal, complete with 
descriptions and color guides. Available through your local hobby 
dealer. 
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fflTftC 


EnDPiDEfTIEnT SHEET ip 


HEAVY LASERS 


MEDIUM LASERS 


LIGHT LASERS 


Particle Weapon Launchers 


HULL SIDE/REAR: 


ROUNDS ON BOARD 


MOBILITY FACTOR 


MEDIUM LASERS 


LIGHT LASERS 


Particle Weapon Launchers 


HULLSIOE/REAR: 


ROUNDS ON BOARD 


MOBILITY FACTOR 


HEAVY LASERS 


HEAVY LASERS 


LIGHT LASERS 


Particle Weapon Launchers 


HULL SIDE/REAR: 


ROUNDSON BOARD 


MOBILITY FACTOR 


MEDIUM LASERS 


LIGHT LASERS 


Particle Weapon Launchers 


HULL SIDE/REAR: 


ROUNDS ON BOARD 


MOBILITY FACTOR 


HEAVY LASERS 


HEAVY LASERS 


MEDIUM LASERS 


LIGHT LASERS 


Particle Weapon Launchers 


HULL SIDE/REAR: 


ROUNDS ON BOARD 


MOBILITY FACTOR 


MEDIUM LASERS 


LIGHT LASERS 


Particle Weapon Launchers 


HULL SIDE/REAR: 


ROUNDSON BOARD 


MOBILITY FACTOR 


HEAVY LASERS 


HEAVY LASERS 


MEOIUM LASERS 


LIGHT LASERS 


Particle Weapon Launchers 


HULLSIDE/REAR: 


ROUNDS ON BOARD 


MOBILITY FACTOR 


MEOIUM LASERS 


LIGHT LASERS 


Particle Weapon Launchers 


HULLSIDE/REAR: 


ROUNDS ON BOARD 


MOBILITY FACTOR 


HEAVY LASERS 


HEAVY LASERS 


MEDIUM LASERS 


Particle Weapon Launchers 


HULL SIDE/REAR: 


ROUNDS ON BOARD 


MOBILITY FACTOR 


MEDIUM LASERS 


LIGHT LASERS 


Particle Weapon Launchers 


HULLSIDE/REAR: 


ROUNDSON BOARD 


MOBILITY FACTOR 











































































NOTE: Infantry units stationed inside the fortification 
fortifications firepower. 


add their firepower to the 























































































